NEW SPELLS 


The following new spells are intended for use in a Ravenloft campaign. 


BARD SPELLS 


Cantrips (0 Level) 
Geist 


2nd Level 
Zone of Deception 


3rd Level 
Insight 


CLERIC SPELLS 


Cantrips (0 Level) 
Leech the Dying 


2nd Level 

Ground Fog 

Protection From Curses 
Zone of Deception 


3rd Level 
Augment Undead 
Diminish Undead 
Rain of Terror 


6th Level 
Ghost Trap 


DRUID SPELLS 


2nd Level 
Ground Fog 


3rd Level 
Rain of Terror 


4th Level 
Induce Lycanthropy 
Suppress Lycanthropy 


PALADIN SPELLS 


2nd Level 
Protection From Curses 


RANGER SPELLS 


4th Level 
Induce Lycanthropy 
Suppress Lycanthropy 


SORCERER SPELLS 


Cantrips (0 Level) 
Geist 


2nd Level 

Ground Fog 

Protection From Curses 
Strahd's Baneful Attractor 


3rd Level 
Insight 
Rain of Terror 


4th Level 

Damning Darkness 
Induce Lycanthropy 
Suppress Lycanthropy 
Wraithform 


WARLOCK SPELLS 


Cantrips (0 Level) 
Geist 


2nd Level 
Protection From Curses 
Strahd's Baneful Attractor 


3rd Level 
Berserk 
Rain of Terror 


4th Level 
Conjure Lesser Undead 
Damning Darkness 


WIZARD SPELLS 


Cantrips (0 Level) 
Geist 


Leech the Dying 


Ist Level 
Ectoplasmic Armor 
Ghost Touch Weapon 


2nd Level 

Ground Fog 

Protection From Curses 
Strahd's Baneful Attractor 


3rd Level 

Augment Undead 
Berserk 

Diminish Undead 
Ectoplasmic Feedback 
Forced Manifestation 
Insight 

Rain of Terror 


4th Level 

Conjure Lesser Undead 
Damning Darkness 
Induce Lycanthropy 
Mimic Mortal 
Suppress Lycanthropy 
Wraithform 


Sth Level 
Bloodstone's Frightful Joining 
Strahd's Frightful Joining 


6th Level 
Ghost Trap 


7th Level 
Misty Summons 


AUGMENT UNDEAD 

3rd-level necromancy 

Casting Time: | action 

Range: 120 feet 

Components: V, S, M (a scrap of clothing 
from any undead creature) 

Duration: Concentration, up to 1 minute 


This spell temporarily strengthens an undead 
creature. The targeted undead creature gains 
advantage on all saving throws and its CR is 
increased by 2 for the purposes of Destroy 
Undead. 

At Higher Levels. When you cast this spell 
using a spell slot of 4th level or higher, the 
duration increases by 1 minute for each slot 
level above 3rd. 


AUTOMATIC WRITING 

Ist-level necromancy (ritual) 

Casting Time: | minute 

Range: Self 

Components: S,M (an automatic writing 
planchette — see below) 

Duration: 10 minutes 


You channel the spirit of a dead humanoid 
through the use of an automatic writing 
planchette in order to gain vague answers or 
omens. As you use the automatic writing 
planchette, you may ask questions of the spirit, 
and it will attempt to answer 1d4 questions 
(rolled by the DM in secret) through scribbled 
answers as it guides the planchette. These 
answers are typically in the form of single word 
answers, such as “yes,” “no,” “maybe,” 
“poison,” “stabbed,” “below,” or similar 
singular word answers, though they may also be 
vague and cryptic phrases. The spirit is not 
omniscient, and knows only what it knew in 
life. The spirit can only communicate in a 
language that it knows. Ultimately, the DM 
decides what information may be gleaned from 
the use of this spell. If the spirit does not know 
the answer to the question, the planchette will 
either remain unmoved, or it will scribble 
illegible scratches. 

With every question asked, there is a 25 
percent chance that this spell gives you a 
random or illegible answer. The DM makes this 
roll in secret. 


Automatic Writing Planchette (25 gp). This 
small heart-shaped plank, often carved of 
wood, has two delicate wheels and a small 
hole in which sits a pencil or a piece of 
charcoal, which acts as the planchette's third 
leg. These are typically used on a tabletop 
covered with large sheets of parchment or 
butcher's paper. The planchette is lightly held 
by the user, and is used as a focus for spells 
such as automatic writing, which allows a 
spirit to guide it, scribbling messages in the 
process. 


BERSERK 

3rd-level enchantment 

Casting Time: | action 

Range: 120 feet 

Components: V, S, M (a bear claw) 
Duration: Special 


You force the target to make a Wisdom saving 
throw. Failure forces the target to immediately 
go berserk, giving the target temporary hit 
points equal to your proficiency bonus, and 
granting them advantage on melee attack and 
damage rolls. 

The target must use their action each round to 
attack the nearest creature with a melee attack. 
If the target can make extra attacks as part of 
the Attack action, they must use those extra 
attacks, moving to attack the nearest creature 
after felling the current creature. If they have 
multiple possible targets, they attack one at 
random. The target is berserk until they start 
their turn with no creatures within 60 feet of 
them that they can see or hear. 


BLOODSTONE'S FRIGHTFUL JOINING 
Sth-level necromancy 

Casting Time: | minute 

Range: 120 feet 

Components: V, S 

Duration: Until dispelled 


Upon casting Bloodstone's frightful joining, 
your soul attempts to invade the form of a 
nearby undead creature, leaving your body 
lifeless. The target must make a Charisma 
saving throw. On a failure, your spirit 
dominates the target, its own consciousness — if 
any — being subsumed for the duration of the 


spell. You gain complete control over the 
target, even if it was created or controlled by 
another being. When you transfer your soul 
your body appears dead, although a DC 25 
Wisdom (Medicine) check reveals that it is 
merely in a state of suspended animation. 

This spell is blocked by protection from evil 
and good or similar wards that prevent 
possession or control. 

Once you possess an undead body, you control 
it. Your game statistics are replaced by the 
statistics of the undead creature, though you 
retain your alignment and your Intelligence, 
Wisdom, and Charisma scores. You retain the 
benefit of your own class features. You gain 
any of the abilities, as well as vulnerabilities, of 
the undead creature that are not spellcasting, 
spell-like abilities, or any class features, if it has 
a class. You do not gain access to any 
Legendary Actions that the creature is capable 
of. 

You gain no access to the target's thoughts or 
knowledge. 

As an action, you can shift freely from your 
host's body back to your body if within 120 
feet, thereby returning control of the undead 
form to its original consciousness or controller. 
The spell ends when you shift from the target's 
body to your own body. 

If the host body is slain, you return to your 
body, if within range, and the animating force 
of the target departs (it is dead). If the host 
body is slain beyond 120 feet from your body, 
both you and the host die. Any life force with 
nowhere to go is treated as slain. 


CONJURE LESSER UNDEAD 

4th-level conjuration 

Casting Time: | action 

Range: 60 feet 

Components: V, S, M (powdered silver or iron 
worth at least 100 gp) 

Duration: Concentration, up to 1 hour 


You summon undead creatures that appear in 
unoccupied spaces that you can see within 
range. Any undead conjured by this spell 
disappears when it drops to 0 hit points or when 
the spell ends. Choose the following options for 
what appears: 


e One undead of challenge rating 2 or lower 
(Ghast, Minotaur Skeleton, Poltergeist, Will-o'- 
Wisp, Ogre Zombie) 

e Two undead of challenge rating 1 or lower 
(Ghoul, Specter) 

e Four undead of challenge rating 1/2 or lower 
(Shadow, Warhorse Skeleton) 

¢ Eight undead of challenge rating 1/4 or lower 
(Skeleton, Zombie) 


The undead are hostile to all creatures. Roll 
initiative for the summoned undead as a group, 
which has its own turns. The undead attack the 
nearest non-undead to the best of their ability. 

As part of casting this spell, you scribe a 
protective circle on the ground with the 
powdered silver and iron. The circle is large 
enough to encompass your space. The 
summoned undead cannot cross the circle and 
cannot target anyone within it while the spell 
lasts. Using the material component in this 
manner consumes it. 

At Higher Levels. When you cast this spell 
using certain higher-level spell slots, you 
choose one of the summoning options above, 
and more creatures appear: twice as many with 
a S5th-level slot, three times as many with a 7th- 
level slot, and four times as many with a 9th- 
level slot. 


CORPSE BABBLE 
Necromancy cantrip 
Casting Time: | minute 
Range: Touch 
Components: S 
Duration: | minute 


You touch a corpse and force it to speak to you, 
though you cannot ask it questions or 
communicate with it at all. You can cast this 
spell on a corpse that has been deceased for any 
amount of time, but the corpse must still have a 
mouth and can't be undead. The spell fails if the 
corpse was the target of this spell within the last 

10 days. 

The corpse babbles seemingly random words 
and sentences, and can only speak in any 
languages it knew in life. This spell doesn't 
return the creature's soul to its body, only its 
animating spirit. Thus, the corpse knows only 
what it knew in life, and can't learn any new 


information. 

While the corpse is babbling, there is a 10% 
chance (this is rolled by the DM in secret) that 
the spirit says something that may actually be 
relevant and useful, though it may be hard to 
decipher within the context of everything else 
that spouts from its mouth. 

Useful information is often vague, but may 
include information such as mentioning poison, 
traps, the command word to a magic item, or 
even foreboding warnings of your future. The 
DM decides what information, useful or not, 
the corpse says while babbling. 


DAMNING DARKNESS 

4th-level evocation 

Casting Time: | action 

Range: 60 feet 

Components: V, M (a dollop of pitch with a 
tiny needle hidden inside it) 

Duration: Concentration, up to 1 hour 


A vile, magical darkness spreads from a point 
you choose within range to fill a 15-foot-radius 
sphere for the duration. The darkness spreads 
around corners. A creature with darkvision 
can’t see through this darkness, and nonmagical 
light can’t illuminate it. Additionally, those 
within this darkness also take necrotic damage. 
Creatures of good alignment take 2d6 points of 
necrotic damage per round while in the spell’s 
area, and creatures that are neither good nor 
evil take 1d6 points of necrotic damage per 
round. 

If the point you choose is on an object you are 
holding or one that isn’t being worn or carried, 
the darkness emanates from the object and 
moves with it. Completely covering the source 
of the darkness with an opaque object, such as a 
bowl or a helm, blocks the darkness and ends 
the damaging effect of the darkness. 

If any of this spell’s area overlaps with an area 
of light created by a spell of 4th level or lower, 
the spell that created the light is dispelled. 


DIMINISH UNDEAD 

3rd-level necromancy 

Casting Time: 1 action 

Range: 120 feet 

Components: V, S, M (a scrap of clothing 
from any undead creature) 


Duration: Concentration, up to 1 minute 


This spell temporarily disrupts the loathsome 
forces that drive the undead ever onward, 
rendering them temporarily vulnerable. The 
targeted undead creature must make a Wisdom 
saving throw. Failure grants the targeted 
undead creature disadvantage on all subsequent 
saving throws and its CR is reduced by 2 for the 
purposes of Destroy Undead. 

At Higher Levels. When you cast this spell 
using a spell slot of 4th level or higher, the 
duration increases by 1 minute for each slot 
level above 3rd. 


ECTOPLASMIC ARMOR 
1st-level abjuration 

Casting Time: | action 
Range: Touch 

Components: V 

Duration: 8 hours 


You touch a willing creature who isn't wearing 
armor, and they are surrounded by a ghostly 
ectoplasmic shroud that protects them from the 
touch of incorporeal undead. The target's base 
AC becomes 15 + its Dexterity modifier. This 
armor bonus applies only against melee attacks 
from undead creatures with the /ncorporeal 
Movement feature (such as banshees, ghosts, 
specters, wraiths, and similar creatures). All 
other attacks ignore the armor bonus from 
ectoplasmic armor. 

The base AC increases by 1 when you reach 
5" level (base AC 16), 9" level (base AC 17), 
13" level (base AC 18), and 17" level (base AC 
19). 

The spell ends if the target dons armor or if 
you dismiss the spell as an action. 


ECTOPLASMIC FEEDBACK 
3rd-level abjuration 

Casting Time: | action 

Range: Self 

Components: V, S 

Duration: 1 min./level 


A sheath of energy that reacts to incorporeal 
touch attacks protects you. Any undead creature 
with the Jncorporeal Movement feature that hits 
you with a melee attack takes 1d6 + 5 points of 


force damage. 

At Higher Levels. When you cast this spell 
using a spell slot of 4th level or higher, the 
damage increases by +1 for each slot level 
above 3rd. 


FORCED MANIFESTATION 
3rd-level transmutation 

Casting Time: | action 

Range: 120 ft. 

Components: V, S 

Duration: Concentration, up to 1 minute 


You target one undead creature with the 
Incorporeal Movement feature, such as a ghost. 
The creature targeted by this spell is enveloped 
in a violet haze that forces it to manifest, taking 
on substance. The targeted creature must make 
a Wisdom saving throw. On a failed save, the 
target can no longer use  Jncorporeal 
Movement for the duration of the spell. 
Additionally, if the target is capable of 
Etherealness, they are trapped on the plane 
from which you cast this for the duration of the 
spell. 


GEIST 

Transmutation cantrip 
Casting Time: | action 
Range: 30 feet 
Components: V 
Duration: Up to 1 minute 


You manifest a sign of supernatural power 
within range. You create one of the following 
magical effects within range: 

e You create an instantaneous, harmless sensory 
effect, such as a scream, a puff of wind, a 
sudden chill, or an odd odor. 

e You create an auditory effect, such as the 
sound of footsteps, sobbing, shrieking, ominous 
whispers, or faint musical notes for up to 1 
minute. 

e You instantaneously light or snuff out a 
candle, a torch, or a small campfire. 

e You instantaneously cause an unlocked door 
or window to fly open or slam shut. 

e You instantaneously clean or soil an object no 
larger than 1 cubic foot. 

e You make a mark, such as dripping blood, 
hand or foot prints, or claw marks appear on an 


object or surface for up to 1 minute. 
e You create a flickering shadow that lasts for 
up to 1 minute. 


If you cast this spell multiple times, you can 
have up to three of its 1-minute effects active at 
a time, and you can dismiss such an effect as an 
action. 


GHOST TOUCH WEAPON 
1st-level transmutation 

Casting Time: | action 

Range: Touch 

Components: V, S 

Duration: Concentration, up to 1 hour 


You touch a nonmagical melee weapon. That 
weapon gains a ghostly translucence and counts 
as a magical weapon for the purpose of 
overcoming resistance and immunity to 
nonmagical attacks and damage against undead 
with the Jncorporeal Movement feature. 


GHOST TRAP 

6th-level abjuration 

Casting Time: | action 

Range: Self (30-foot radius) 
Components: V, S 

Duration: Concentration, up to 10 minutes 


You are surrounded by an aura of energy with a 
30-foot radius. Until the spell ends, the aura 
moves with you, centered on you. This aura 
negatesthe ability to use Jncorporeal 
Movement. All incorporeal creatures in this 
aura take on substance and become corporeal. 
Creatures cannot turn ethereal while in this 
area. 


GROUND FOG 

2nd-level conjuration 

Casting Time: | action 

Range: 120 feet 

Components: V, S 

Duration: Concentration, up to 1 hour 


You create a 50-foot-radius ground fog that 
only rises about 2 feet (knee-high on a 
Medium-size humanoid), centered on a point 
within range. The fog swirls mysteriously, so 


an invisible creature moving through the fog 
does not create enough of a stir to reveal its 
presence more readily than normal. The ground 
fog spreads around corners, and heavily 
obscures the ground beneath, as well as 
anything it covers, such as a Tiny creature, a 
prone human, or a hidden pit. It offers total 
cover to gaseous creatures, such as a spellcaster 
or vampire using gaseous form. It lasts for the 
duration or until a wind of moderate or greater 
speed (at least 10 miles per hour) disperses it. 

At Higher Levels. When you cast this spell 
using a spell slot of 3rd level or higher, the 
radius of the fog increases by 20 feet for each 
slot level above 2nd. 


INDUCE LYCANTHROPY 
4th-level transmutation 
Casting Time: | action 
Range: Touch 
Components: V, S, M 
Duration: 8 hours 


This spell forces the targeted natural or afflicted 
lycanthrope to assume a bestial alternate form, 
as if affected by the full moon (or its trigger, if 
you're using the optional lycanthropic trigger 
rules). An unwilling creature must make a 
Constitution saving throw to avoid the effect. 
Unlike polymorph, this spell overrides a 
shapechanger's ability to control its form, and 
they do not automatically succeed on this 
saving throw. This spell has no effect on non- 
lycanthropes. If the lycanthrope fails their 
saving throw and has both animal and hybrid 
forms, it is forced to assume one of those forms 
(of their choice). 

Until the spell's duration ends, the lycanthrope 
cannot assume its humanoid form. 

The targeted lycanthrope transforms 

immediately, losing its next action to do so. 

Induce lycanthropy and suppress lycanthropy 
counter each other if cast on the same subject. 


INSIGHT 

2nd-level divination 

Casting Time: | action 

Range: Self 

Components: V, M (the eye of a hawk, eagle, 
or similar bird of prey) 

Duration: Concentration, up to 10 rounds 


This spell imbues your vision with an unearthly 
degree of acuity. Clues that you would 
normally overlook seem to leap out with 
unnatural clarity, allowing you to notice even 
the smallest details. 

This spell doubles your proficiency bonus on 
Investigation and Insight checks. 


LEECH THE DYING 
Necromancy cantrip 
Casting Time: | action 
Range: Touch 
Components: V, S 
Duration: Instantaneous 


You touch a living creature that has 0 hit points 
and is stable. The creature must make a 
Constitution saving throw. Failure causes the 
creature to suffer 1 damage. This spell has no 
effect on undead or constructs. 


MIMIC MORTAL 

4th-level necromancy 

Casting Time: | action 

Range: Self 

Components: V, S 

Duration: Concentration, up to 8 hours 


This highly specialized spell allows a vampire 
spellcaster to suppress her detrimental attributes 
and weaknesses by similarly suppressing her 
potent abilities. Mimic mortal suppresses a 
weakness of vampirism and gives you an 
advantage on a one-for-one basis. You can 
suppress up to three weaknesses. Weaknesses 
and advantages are always suppressed in the 
same order and in the same pairings as shown 
below: 


Suppressed Vampiric Traits 
Order Vulnerability Ability/Quality 
1 Skin no longer pale or cold Bite Attack 
2 Can enter buildings uninvited Damage Resistances 
3 Unharmed by running water Charm 


4 Unharmed by holy water Regeneration 
5 Cannot be turned Misty Escape 
6 No sunlight sensitivity Shapechanger 


At Higher Levels. When you cast this spell 
using a spell slot of 5th level or higher, you can 
suppress one additional weakness for each slot 


level above 4th. 


MISTY SUMMONS 

7th-level transmutation (ritual) 
Casting Time: 10 minutes 

Range: 13 miles 

Components: V, S 

Duration: Concentration, up to 1 hour 


This spell requires a special portal to be built 
prior to the casting — a doorway or archway of 
stone. It must be at least 3 feet wide, but no 
more than 30 feet wide. The portal costs 3,000 
gp to construct, and you must craft it yourself. 
You may make the portal as plain or as ornate 
as you desire. 

To cast the spell, you must be within 30 feet 
of the portal. You must visualize a known 
location within range of the spell and in the 
same domain as the caster. As you concentrate 
over the next 10 minutes, the Mists of 
Ravenloft coalesce within the portal and in a 
30-foot radius at the chosen location. Once the 
misty portal activates, you no longer need to 
concentrate on it. It remains active for 1 hour. 
Any creature entering the Mists at the chosen 
location while the spell is active emerges 
through the portal. If creatures are sleeping or 
otherwise immobile in the chosen location, the 
Mists transport them through the portal. 

At Higher Levels. When you cast this spell 

using a spell slot of 8th level or higher, the 
range increases by 3 miles, and the duration 
increases by 1 hour for each slot level above 
7th. 


PROTECTION FROM CURSES 

2nd-level abjuration (ritual) 

Casting Time: | minute 

Range: Touch 

Components: V, S, M (an amulet made from 
the foot of a chicken, feathers from an eagle, 
and some vanilla seeds) 

Duration: 24 hours 


While this spell is in effect, the target you touch 
doubles your proficiency bonus on all saving 
throws against curses, such as Vistani Curses 
(See Curse of Strahd), lycanthropy, or magical 
curses. For the purposes of this spell, a magical 
curse is any spell that states that a condition of 


the spell may be removed by remove curse (e.g. 
bestow curse, geas, hex, or similar spells). 

Note that full-blooded Vistani can sense when 
a person is affected by this spell. To avoid the 
hindrance created by this spell, offended 
Vistani may tailor their curses to target the 
recipient's family or possessions rather than the 
recipient herself. 

*If powers checks are used, this spell provides 
no protection against failed powers checks. 

At Higher Levels. When you cast this spell 
using a spell slot of 3rd level or higher, the 
duration increases by 24 hours for each slot 
level above 2nd. 


RAIN OF TERROR 

3rd-level necromancy 

Casting Time: | action 

Range: Self (100-foot radius) 
Components: V, S 

Duration: Concentration, up to 10 minutes 


You cause a terrifying rain to begin falling from 
the sky within a 100-foot-radius centered on 
you. All creatures other than you within this 
radius suffer disadvantage on all saving throws 
versus fear effects. 

Additionally, you double your proficiency 
bonus on Intimidation checks while this spell is 
in effect. 

Rain of terror can manifest in a variety of 
grotesque and horrifying ways, from torrents of 
hot blood to a hail of writhing snakes. 
Regardless of its form, this gruesome rain has 
all the effects of heavy rain, lightly obscuring 
everything within the area, and giving all 
creatures within the area disadvantage on 
Wisdom (Perception) checks that rely on sight 
and hearing, as well as extinguishing open 
flames. The animals and effects of this spell are 
summoned, not illusory, but you have no 
control over them. Living creatures that rain 
down are 50% likely to survive. Thus, after a 
rain of toads, half are alive and hopping around 
and the other half are dead, killed by the 
impact. None of these animals are dangerous or 
able to harm anyone, yet their presence is no 
less unnerving. Roll on the following chart to 
see how rain of terror manifests with each 
casting. If you wish, you can make a DC 20 
Constitution check to concentrate on 


controlling the type of rain (failure results in a 
random roll). 


Qu 
lo 2) 


Type of Rain 

Black, putrid water 

Ash and embers 

Steaming blood 

Frogs or toads 

Dead bats 

Snakes 

Spiders 

Reroll for a combination of two rains 
(ignore any further results of 8) 


ANIDNABRWN = 


RAPPING SPIRIT 

2nd-level necromancy (ritual) 

Casting Time: | minute 

Range: Self 

Components: V, S, M (a fingernail from a 
dead humanoid) 

Duration: Concentration, up to 10 minutes 


You contact the spirit of a dead humanoid to 
answer simple questions. The spirit answers 
1d4+1 questions (rolled in secret by the DM) in 
the form of raps on a hard surface, such as a 
door, table, shield, etc. If no such surface is 
available, a spirit bell (see below) may be used 
instead. 

You may ask simple yes or no questions of the 
spirit, getting one rap for yes, two raps for no. 
The spirit may also rap out numbers (if the 
spirit wishes to communicate “six”, it may rap 
six times in sequence). If the spirit does not 
know the answer to the question, it remains 
silent. The spirit knows only what it knew in 
life. However, the spirit may also answer 
questions about things it may see within a 50- 
foot-radius of you (such as, “Are there creatures 
on the other side of the door?,” “How many?,” 
etc.), though each question like this is at the 
cost of one additional question as the spirit 
finds your answer. If you do not roll enough 
questions to get your answer, the spell ends 
before the spirit returns with your answer. The 
spirit may see through doors, floors, ceilings, 
walls, chests, and similar obstructions. 


Spirit Bell (5 gp) A spirit bell is a wooden 
board with two uprights and a crossbeam, 
which looks somewhat like a miniature 
gallows, from which a bell hangs by a string. 
These are used as a focus for certain spells 
such as rapping spirit, allowing the spirit to 
ring the free-hanging bell. This item weighs 1 
Ib. 


STRAHD'S BANEFUL ATTRACTOR 
4th-level evocation 

Casting Time: | action 

Range: 120 feet 

Components: V, S, M (a few bits of broken 
glass) 

Duration: Concentration, up to 10 minutes 


You cause spells to divert from their original 
paths to striek your target. Upon casting this 
spell, you surround the target with a 15-foot- 
diameter invisible aura that attracts spells aimed 
at nearby creatures. Any ranged spell that deals 
damage and targets a specific creature (such as 
disintegrate, magic missile, or scorching ray) 
within 15 feet is diverted to strike the target of 
this spell instead. The diverted spell strikes the 
creature affected by Strahd's baneful attractor, 
even if this would cause it to exceed its normal 
range. The aura of this spell does not pass 
through barriers that would impede line of 
effect. 

Ranged beneficial spells with a specific target, 
or area-effecting spells (like fireball, flame 
strike, or lighting bolt) are not affected by 
Strahd's baneful attractor. Potentially harmful 
spells that don't directly deal damage (like 
magic jar, silence, or many enchantment spells) 
are also no diverted by this spell. 


STRAHD'S FRIGHTFUL JOINING 
Sth-level necromancy 

Casting Time: 1 minute 

Range: 120 feet 

Components: V, S 

Duration: Until dispelled 


This spell is Strahd von Zarovich's twisted form 
o f Bloodstone's frightful joining. Since Strahd 
is a vampire, this variation is of more use to 
him than Bloodstone's original spell. This spell 
enables an undead spellcaster, such as a 


vampire or lich, to merge its mind with the 
body of a living humanoid. You cannot use this 
spell unless you are an undead spellcaster. You 
can target any living humanoid within 120 feet. 
The target must make a Charisma saving throw. 
On a failure, the you merge minds with the 
target. On a success, the spell fails. Creatures 
warded by a protection from evil and good or 
magic circle spell can't be targeted by this spell. 

Once you merge with a creature's mind, you 
control it. Your game statistics are replaced by 
the statistics of the creature, though you retain 
your alignment and your Intelligence, Wisdom, 
and Charisma scores. You retain the benefit of 
your own class features. If the target has any 
class levels, you can’t use any of its class 
features. Meanwhile, your body falls into a 
catatonic state, which can't move, take actions, 
or use any senses. You can travel any distance 
in the host's body as long as you remain within 
the same domain as your own body. 

Once you merge minds, the host's mind is 
filled with horrific, ghastly thoughts. At the 
beginning of each hour within the host's body, 
the host must make a contested Charisma 
saving throw to avoid madness. If the host fails, 
it suffers from short-term madness (see 
dungeon master's guide) upon resuming control 
of it's body. Subsequent failures turns short- 
term madness into long-term madness, and 
long-term madness into indefinite madness. If 
the host succeeds on the contested saving 
throw, you are cast back into your own body. 
However, the host must still make a Charisma 
(Horror) saving throw against your spellcasting 
DC upon expelling you from their mind, if it is 
not already suffering from some form of 
madness. 

As an action, you can shift freely from your 
host's body back to your body if within 120 
feet, thereby returning control of the body to 
the target. The spell ends when you shift from 
the target's body to your own body. If the target 
is not already afflicted with a form of madness, 
they must make a Charisma (Horror) saving 
throw, as above. 

If the host body is slain, your consciousness 
returns to your body, if within range, and the 
host is dead. If the host body is slain beyond 
120 feet from your body, the host dies, and you 
suffer 6d6 psychic damage as your 


consciousness struggles to return to you. 

One interesting side effect of Strahd's frightful 
Joining is that while in the mortal body, you can 
do things that you cannot do in your own 
undead body. For example, a vampiric caster 
can walk in sunlight without suffering damage. 


SUPPRESS LYCANTHROPY 
4th-level transmutation 
Casting Time: | action 
Range: Touch 

Components: V, S, M 
Duration: 8 hours 


This spell forces the targeted natural or afflicted 
lycanthrope to assume its humanoid form. An 
unwilling creature must make a Constitution 
saving throw to avoid the effect. Unlike 
polymorph, this spell overrides a 
shapechanger's ability to control its form, and 
they do not automatically succeed on this 
saving throw. This spell has no effect on non- 
lycanthropes. If the lycanthrope fails their 
saving throw they are forced to assume their 
humanoid form for the spell's duration. 

Until the spell's duration ends, the lycanthrope 
cannot assume its animal or hybrid form. 

The targeted lycanthrope transforms 

immediately, losing its next action to do so. 

Induce lycanthropy and suppress lycanthropy 
counter each other if cast on the same subject. 


TALKING BOARD 

3rd-level necromancy (ritual) 

Casting Time: 1 minute 

Range: Self 

Components: S,M (a talking board, and a bit 
of hair from the corpse of a dead humanoid) 
Duration: 10 minutes 


You channel the spirit of a dead humanoid to 
answer simple questions through the use of a 
talking board (see below). The spirit answers 
2d4 questions (rolled in secret by the DM) by 
guiding the planchette of the spirit board with 
your help. 

You may ask simple yes or no questions of the 
spirit, as well as questions that rely on a number 
for the answer, which it will answer by guiding 
the planchette to the corresponding answer on 
the talking board. If you ask questions that 


require more complex answers, the spirit may 
spell out an answer by moving the planchette, 
albeit at the cost of one question per word 
spelled out this way. If the spirit does not know 
the answer to the question, the planchette 
remains unmoved or may wander aimlessly 
around the board. The spirit knows only what it 
knew in life. However, the spirit may also 
answer questions about things it may see within 
a 50-foot-radius of you (such as, “Are there 
creatures on the other side of the door?,” “How 
many?,” etc.), though each question like this is 
at the cost of one additional question as the 
spirit finds your answer. If you do not roll 
enough questions to get your answer, the spell 
ends before the spirit returns with your answer. 
The spirit may see through doors, floors, 
ceilings, walls, chests, and similar obstructions. 


Talking Board (25 gp). A talking board is a 
thin wooden board with an arching array of 
alphabetical letters, numbers, and short 
messages (“yes,” “no,” and “goodbye.” 
etched or printed on it. The board is paired 
with a planchette, a heart-shaped pointer on 
short wooden legs, that is lightly held by the 
user, and guided by a spirit to communicate 
messages by pointing to letters, numbers, or 
the “yes,” “no,” or “goodbye” portion of the 
board. This item is used as a focus for spells 
such as talking board. This item weighs 2 
Ibs. 


WRAITHFORM 

4th-level transmutation 

Casting Time: | action 

Range: Touch 

Components: V, S, M (a piece of gauze and a 
wisp of smoke) 

Duration: Concentration up to 1 hour 


You transform a willing creature you touch, 
along witheverything it’s wearing and 
carrying, into a shadowy, ghostlike cloud with 
sinister glowing red eyes for the duration. The 
spell ends if the creature drops to 0 hit points. 
An incorporeal creature isn’t affected. 

While in this form, the target’s only method of 
movement is flying at their normal speed. The 
target can enter and occupy the space of another 
creature. The target has resistance to 


nonmagical damage, and it has advantage on 
Strength, Dexterity, and Constitution saving 
throws. The target can pass through small 
holes, narrow openings, and even mere cracks, 
though it treats liquids as though they were 
solid surfaces. The target can't fall and remains 
hovering in the air even when stunned or 
otherwise incapacitated. 

While in wraithform, the target can’t talk or 
manipulate objects, and any objects it was 
carrying or holding can’t be dropped, used, or 
otherwise interacted with. The target can’t 
attack or cast spells. 

In addition, mindless undead (those with an 
Intelligence score of 6 or less) do not perceive 
the target as a threat. Even more intelligent 
undead are likely to assume the target is merely 
a wraith or other vengeful spirit. To see through 
the morbid disguise, a creature can use its 
action to inspect your appearance and must 
succeed on an Intelligence (Investigation) 
check against your spell save DC. 


ZONE OF DECEPTION 
2nd-level enchantment 
Casting Time: | action 
Range: 60 feet 
Components: V, S 
Duration: 10 minutes 


You create a magical zone that forces those 
within to speak only in lies while in a 15-foot- 
radius sphere centered on a point of your choice 
within range. Until the spell ends, a creature 
that enters the spell’s area for the first time on a 
turn or starts its turn there must make a 
Charisma saving throw. On a failed save, a 
creature can’t intentionally speak the truth 
while in the radius. You know whether each 
creature succeeds or fails on its saving throw. 

An affected creature is aware of the spell and 
is not required to speak. They may phrase their 
statements as they choose, but every statement 
they make must be a lie. Such a creature can be 
evasive in its answers as long as it remains 
within the boundaries of a lie. 


